MESSAGE 564510922467442708
FROM rosewinsall IN #voting-ä2 ON 2019-04-07 AT 18:04:52.022:
Euler's 
Round 2 Proposal 1 (2-1): Resources

There exist six types of resources in the game: Ore, Fuel, Carbon, Food, Science, and Trade Goods. By default, each player starts off with no resources. Rules may define ways to obtain, spend, and/or lose resources. A player may not spend more resources than they have, and unless another rule specifies otherwise, a player may not possess more than 2 of each resource at one time. 

Each player's resources shall be tracked in a GitHub document named "Cargo-Hold".

Whenever a player's proposal passes, that player receives one Trade Good.

----

NOTE: This rule shall not be construed to mean it gives a Trade Good in response to this rule itself passing, or in response to any rule passed at the same time as it. This part of the rule need not be copied to the Rules document.

MESSAGE 564513353230450720
FROM Zephnik IN #voting-ä2 ON 2019-04-07 AT 18:14:31.561:
/poll "EulersApprentice" "For" "Against"

MESSAGE 564513354195140624
FROM Simple Poll IN #voting-ä2 ON 2019-04-07 AT 18:14:31.791:
**:bar_chart: EulersApprentice**

MESSAGE 564513602741207042
FROM Zephnik IN #voting-ä2 ON 2019-04-07 AT 18:15:31.049:
Proposal 2 - Ships 

Each player that joins the game is given a ship.  All ships have the following statistics (also referred to as the ship's "C-DSP"):
Class (C)
Durability (D)
Speed (S)
Power (P)

By default, the ship given to each player is a "Model-One" class ship, that has 1D 1S and 1P as the default statistics. 

All rules that define a new Ship class must also define that Ship class' default DSP. The status of each player's Ship shall be tracked in a Github document called 'Ships'.

If a rule states a players Ship is destroyed, the player is immediately issued a new "Junker" class Ship with default characteristics 0D 0S 0P. This rule designates all players whose Ship has ever been destroyed as losing the game.

MESSAGE 564513645644611585
FROM Simple Poll IN #voting-ä2 ON 2019-04-07 AT 18:15:41.278:
**:bar_chart: AMAJ**

MESSAGE 564513706050846740
FROM Zephnik IN #voting-ä2 ON 2019-04-07 AT 18:15:55.68:
<@!410992730890698757> ^^^

MESSAGE 564909085779165238
FROM Klink'o'Lantern IN #voting-ä2 ON 2019-04-08 AT 20:27:01.553:
Proposal 3 - Ships Amendment
If Proposal 2 - Ships has passed, then amend the rule it created, to read as below. Otherwise, create a new rule (with the name Ships) that reads as below:

"Every active player has a ship.  All ships have the following statistics (also referred to as the ship's "C-DSP"):
Class (C)
Durability (D)
Speed (S)
Power (P)

If a player has no ship and has never had a ship before, they are given a "Model-One" class ship that has 1D 1S and 1P as the default statistics.

If a rule states a players Ship is destroyed, the player is immediately issued a new "Junker" class Ship with default characteristics 0D 0S 0P. This rule designates all players whose Ship has ever been destroyed as losing the game.

All rules that define a new Ship class must also define that Ship class' default DSP. The status of each player's Ship shall be tracked in a Github document called 'Ships'."

MESSAGE 564909125142577152
FROM Simple Poll IN #voting-ä2 ON 2019-04-08 AT 20:27:10.938:
**:bar_chart: Avery Lychee**

MESSAGE 564909254058835978
FROM Klink'o'Lantern IN #voting-ä2 ON 2019-04-08 AT 20:27:41.674:
Proposal 4 - Trading

1 resource costs 1 Trade Good.

Players can request to trade with other players by pinging them in #trading-centre (a trading specific text channel). Both players must agree to the trade before going through with it and a Moderator or Archivist must also be pinged to update the Cargo-Hold.

MESSAGE 564909327018754049
FROM Simple Poll IN #voting-ä2 ON 2019-04-08 AT 20:27:59.069:
**:bar_chart: Stinja (4)**

MESSAGE 565229195324555304
FROM Zephnik IN #voting-ä2 ON 2019-04-09 AT 17:39:01.616:
(This is a constitutional proposal, and as such goes directly to chamber voting tomorrow. This proposal requires at least 75% for votes to pass)

Proposal 6: Correcting Constituional Deficiencies
Amend the second paragraph of §2 of the Constitution to read:

Whenever a player submits a proposal to <#518832996057481226>, they shall label it with its ID number. Each proposal's ID number is the last proposal's ID number plus one, except for the first proposal of each round, which has the ID number 1, regardless of the previous proposal's ID number.

Delete the fourth and fifth paragraphs of §3 of the Constitution.

Insert the following paragraph at the end of §2:

Rule change proposals can also specify titles for rules they create and amend. Upon such a proposal being passed, all rule names specified therein are set as described. If a rule ever lacks a title, any Archivist may give it a title at any time.

Insert the following paragraph at the end of §1:

All proposals that affect The Constitution must include the following note at the top: "(This is a constitutional proposal, and as such requires at least 75% for votes to pass)"

MESSAGE 565229322864951299
FROM Simple Poll IN #voting-ä2 ON 2019-04-09 AT 17:39:32.024:
**:bar_chart: Trigon**

MESSAGE 565229379014098948
FROM Zephnik IN #voting-ä2 ON 2019-04-09 AT 17:39:45.411:
Proposal 5 - Stealing 

Players can attempt to steal one chosen resource or trade good by pinging that player and a Moderator in #trading-centre with the words "steal **chosenresource** from **@playername**". There is a 75% chance of success and 25% chance of a failure. In the case of a success, you receive one of that resource and that player loses one of that resource. In the case of failure, you lose 6 resources chosen randomly and that player gains those resources. You may only use this action once every 24 hours.

MESSAGE 565229442557935616
FROM Simple Poll IN #voting-ä2 ON 2019-04-09 AT 17:40:00.561:
**:bar_chart: HeuryAlone**

MESSAGE 565626302351015946
FROM Klink'o'Lantern IN #voting-ä2 ON 2019-04-10 AT 19:56:59.309:
Proposal 7: 
Amend rule 2 (Ships) to read the following (bold text is what has been changed): 

Every active player has a ship. All ships have the following statistics (also referred to as the ship's "C-DSP"): Class (C) Durability (D) Speed (S) Power (P). 
Ships also have titles, but titles do not count as statistics. However, Ship titles are still noted next to a Ship's statistics, along with the name of that Ship's owner. A Ship's default title is the name of its class. 
A player may request to change a Ship's title by saying so explicitly in a channel and mentioning the Ship's new title (an <@&553684074338713600> ping must also be included in the request). 
The request to change a Ship's title is not valid if the Ship is not your own or if another Ship already has said title. 

If a player has no ship and has never had a ship before, they are given a "Model-One" class ship that has 1D 1S and 1P as the default statistics.

If a rule states a players Ship is destroyed, the player is immediately issued a new "Junker" class Ship with default characteristics 0D 0S 0P. This rule designates all players whose Ship has ever been destroyed as losing the game.

All rules that define a new Ship class must also define that Ship class' default DSP. The status of each player's Ship shall be tracked in a Github document called 'Ships'.

MESSAGE 565626343291879455
FROM Simple Poll IN #voting-ä2 ON 2019-04-10 AT 19:57:09.07:
**:bar_chart: Zephnik (7)**

MESSAGE 565626409779724316
FROM Klink'o'Lantern IN #voting-ä2 ON 2019-04-10 AT 19:57:24.922:
Proposal 8: Amendment to Rule 3: (Trading): 
Players can request to trade with other players by pinging them in #trading-centre (a trading specific text channel). A trade can only be an exchange of 1 Trade Good for 1 of any other resource, and both players must agree to the trade. Once a trade has been agreed to, a Moderator or Archivist must also be pinged to update the Cargo-Hold.

MESSAGE 565626451781615620
FROM Simple Poll IN #voting-ä2 ON 2019-04-10 AT 19:57:34.936:
**:bar_chart: Pickled (8)**

MESSAGE 566313030531678209
FROM rosewinsall IN #voting-ä2 ON 2019-04-12 AT 17:25:48.066:
Rule Change Proposal 9: Dice rolls as Standardized Variability

Should the need for variability arise, a player, rule, or any other game effect can call for a "dice roll" to determine the outcome using Beldum-Bot#8256's //rng command.

Three variables must be provided for a diceroll:
X (Goal number)
Y (Minimum  number)
Z (Maximum number)

The command for a dice roll is //rng Y,Z where Y and Z are replaced with the variables mentioned above.  The value of the result can be changed by any rule or game effect that specifically says it changes the value of the result. 

If the value of X is the letter "N",  the value of the result is the final value of the dice roll.  If the value of X is a number, and the value of the result meets or exceeds it, the dice roll is a "Pass", otherwise it is considered to be a "Fail".

Rules may also specify other results outside of, or in addition to, "Pass" and "Fail", or include clauses that override specific results.

MESSAGE 566313685958524969
FROM Simple Poll IN #voting-ä2 ON 2019-04-12 AT 17:28:24.332:
**:bar_chart: Klink**

MESSAGE 566314019053371400
FROM rosewinsall IN #voting-ä2 ON 2019-04-12 AT 17:29:43.748:
Proposal 10: Ship upgrades

A player can buy upgrades for their ship when and only when a player and their ship is docked at a space station. The names, costs (in resources) and effects of all available upgrades are specified in this rule in the form of a list. The adding or removal of upgrades are done by amending this rule. All upgrades have the effect described in this rule at the moment.

Upgrade 1: 
Name: Extra Cargo Space.  Cost: 2 Ore and 1 Carbon. Effect: A ship with Extra Cargo Space may carry one extra resource of each type at any given time.

MESSAGE 566314171558395916
FROM Simple Poll IN #voting-ä2 ON 2019-04-12 AT 17:30:20.108:
**:bar_chart: Gurkle**

MESSAGE 566694851786309664
FROM Zephnik IN #voting-ä2 ON 2019-04-13 AT 18:43:01.347:
Proposal 11: Rulings

Create a new rule:

Rulings

When there is a question as to the interpretation of the rules, any player may request a ruling by pinging a <@&518868460537774082> in a channel and describing what they would like clarification on. Any <@&518868460537774082> may issue the requested ruling before the end of the next full Legislative Day by posting it in the appropriate section of the the rules documentation. If no <@&518868460537774082> issues a ruling by this time, the player requesting the ruling may do so by posting it in a channel and pinging an <@&553684074338713600> to perform the update.

Although they are posted in the rules documentation, rulings are not considered rules and may only be used to clarify rules that already exist. Once issued, however, rulings are considered legal precedent and must be adhered to with the same weight as the rule or rules they are clarifying.

MESSAGE 566694898149884036
FROM Simple Poll IN #voting-ä2 ON 2019-04-13 AT 18:43:12.401:
**:bar_chart: JonS**

MESSAGE 566695020397199369
FROM Zephnik IN #voting-ä2 ON 2019-04-13 AT 18:43:41.547:
Proposal 12:  Deckbuilding

Create a new rule:

Deckbuilding

Define a new entity called a "Card Class”, and also define objects called “Cards” and “Piles”. Card Classes have two properties: A name; and an associated event (called an Effect). Cards are instantiations of Card Classes; rules may create, destroy, move, or otherwise interact with cards as desired. Each Card is associated with exactly one Card Class. If a Card Class is repealed, all Cards associated with it cease to exist. A Pile is a collection of cards. A Card at any given moment must be in exactly one Pile; if at any time it is associated with no Pile, for example because the Pile it was part of was removed, the Card ceases to exist. (Cards may be moved from one Pile to another without ceasing to exist.) Players are entitled to know the contents of all Piles.

There exists a Pile called the Deck, and another called the Discard. The cards in each collection shall be tracked in a Github document called "Deck". Both of these Piles start off empty. When a Card is created, it starts off in the Discard unless specified otherwise.

Rules may define ways to Activate cards and to Draw cards. Effects that Activate cards must specify a “Subject” player. If a Card is Activated, the procedure detailed in its Effect is obeyed.

MESSAGE 566695072683262008
FROM Zephnik IN #voting-ä2 ON 2019-04-13 AT 18:43:54.013:
When a rule states to Draw a card from a Pile, a random Card is selected from the Pile by generating a random number X from 1 to N, where N is the number of Cards in the Pile, and then selecting the Xth card from the top of the list. That rule can then activate it, move it, etc. as outlined in the rule description.
.
A player “Encountering a card” shall be shorthand for the following procedure:
* If no Cards are in the Deck or the Discard, end this procedure; nothing happens.
* If no Cards are in the Deck but at least one Card is in the Discard, move all cards from the Discard to the Deck.
* Draw a Card from the Deck, Activate it, and then move it to the Discard. The player who is Encountering shall be designated as the Subject of the Card’s Activation.

Current players may voluntarily Encounter a Card once each time they are given the Current role.

MESSAGE 566695196264366081
FROM Simple Poll IN #voting-ä2 ON 2019-04-13 AT 18:44:23.477:
**:bar_chart: EulersApprentice (pr.12)**

MESSAGE 567434388334444573
FROM Zephnik IN #voting-ä2 ON 2019-04-15 AT 19:41:40.6:
Proposal 13: Card Class Creation

Create a new rule:

Card Class Creation Proposals

In addition to the kinds of proposals defined in the constitution, a player may also propose to "Create a new Card Class". 
The proposal must specify the details of a Card Class required by the rule "Deckbuilding". (At the time of this rule's creation, a Card Class must have a name and an Effect, and thus a Card Class creation proposal must specify these things.)

If the Card Class Creation Proposal is accepted, then the card class is created, and then (unless the proposal says otherwise) one new Card of that Card Class is created and added to the Discard pile.

A Card Class Creation proposal may specify that (upon its acceptance) it creates a different number of Cards, and/or that the Card(s) that it creates go into a pile other than the discard pile.

MESSAGE 567434456219254796
FROM Simple Poll IN #voting-ä2 ON 2019-04-15 AT 19:41:56.785:
**:bar_chart: Avery (pr.13)**

MESSAGE 568504898354806794
FROM rosewinsall IN #voting-ä2 ON 2019-04-18 AT 18:35:30.078:
Proposal 14: Amend Rule 1 to

There exist six types of resources in the game: Ore, Fuel, Carbon, Food, Science, and Trade Goods. By default, each player starts off with no resources. Rules may define ways to obtain, spend, and/or lose resources. A player may not spend more resources than they have, and unless another rule specifies otherwise, a player may not possess more than 2 of each resource at one time. 

Each player's resources shall be tracked in a GitHub document named "Cargo-Hold".

Whenever a vote is called on a player's proposal, that player receives one Fuel. If the proposal passes, they also receive one Trade Good.

MESSAGE 568505288085209089
FROM Simple Poll IN #voting-ä2 ON 2019-04-18 AT 18:37:02.997:
**:bar_chart: Jon**

MESSAGE 568505393542594561
FROM rosewinsall IN #voting-ä2 ON 2019-04-18 AT 18:37:28.14:
Rule Change Proposal 15:  The Map

Establish the following:

A Github file labeled "The-Map" is created, with a coordinate system that has both an X and Y axis.  The-Map is considered a direct extension of this rule, and as such can be amended at the same time as this rule. Each coordinate pair contains one Feature slot, which is empty by default, but can be filled by a Feature as defined by this or other rules. Each Feature must include a name, and may include additional effects. Coordinate pairs are referred to with the following format:

Coord (X,Y)

A discord channel labeled "#space" is created. The only allowed messages in #space are messages that are specifically required to be sent in #space. 

 All active players' ships have a location, which can be any coordinate pair that exists. Ships can change their location by moving along the X or Y axes. Each players ship location is stored in "The-Map" under a table titled "Ship Location". Once a day, each player is able to move up to a number of values equal to their speed, split between either axis however they wish. They can make these movements by posting their initial and final coordinate pairs in the channel #space in this format:

Moving  Ship from (X,Y) to (X,Y)
 
 Positive and negative value movement are identical, and a player cannot gain additional movement by moving positively on one axis, but negatively on another. 

 If at any point an active player's ship does not have a location, it is automatically given a location of Coord (1,1) 
 
The following coordinate pairs exist: 
 
  Coord (1,1) , Coord (2,1), Coord (3,1)
  Coord (1,2) , Coord (2,2), Coord (3,2)
  Coord (1,3) , Coord (2,3), Coord (3,3)

  Coord (1,1) has the following "Feature":

  Space Station: 
  Any ship that shares a location with this Space Station is considered Docked. Each day any ships that are Docked at the Space Station may gain 1 Fuel by posting the message "Refueling my ship" in #space.

MESSAGE 568505486165540874
FROM Simple Poll IN #voting-ä2 ON 2019-04-18 AT 18:37:50.223:
**:bar_chart: Klonk**

MESSAGE 568880559208529921
FROM Klink'o'Lantern IN #voting-ä2 ON 2019-04-19 AT 19:28:14.605:
Proposal 16: Let's Make a Game!

Create the following three Card Classes:

Name: Lesser Mining Planet
Effect: Add one Ore to the Subject's Cargo Hold.

Name: Trade Outpost
Effect: Within the next hour after Encountering this card, the Subject may choose to spend 1 Trade Good to add 1 resource of their choice to their Cargo Hold.

Name:  Thug Ship
Effect: If the Subject's Ship has 2 or more Power, they receive two Carbon, and the Subject is considered to have "defeated" this encounter for the purpose of other rules and effects. If the Subject's Ship does not have enough Power, they lose 1 Fuel to escape; if they have no Fuel, their Ship permanently receives -1 Durability.

----

Amend Rule 2 (Ships), changing the third paragraph to read the following:

If a rule states a players Ship is destroyed, the player is immediately issued a new "Junker" class Ship with default characteristics 0D 0S 0P. This rule designates all players whose Ship has ever been destroyed as losing the game. Any Ship that has less than zero Durability is immediately destroyed.
----

MESSAGE 568880603966078997
FROM Klink'o'Lantern IN #voting-ä2 ON 2019-04-19 AT 19:28:25.276:
Amend Rule 5 (Ship upgrades) to add the following text to the end:

Upgrade 2: Name: Even More Cargo Space. Cost: 3 ore, 2 carbon, 2 science. Effect: This upgrade can only be purchased if your Ship already has Extra Cargo Space. A ship with Even More Cargo Space may carry one additional extra resource of each type at any given time.

Upgrade 3: Holodeck Luxury Suite. Cost: 2 ore, 2 food, 2 carbon, 2 science. Effect: none.

Upgrade 4: Synthetic Fiber Captain's Chair. Cost: 3 fuel, 3 carbon, 3 trade goods, 3 science. Effect: This upgrade can only be purchased if your Ship already has Holodeck Luxury Suite.

Upgrade 5: Gold Plated Hull. Cost: 4 food, 4 fuel, 4 trade goods, 4 ore, 4 science. Effect: This upgrade can only be purchased if your Ship already has Synthetic Fiber Captain's Chair, and only if no other Ship has Gold Plated Hull. This rule designates the Player whose Ship has Gold Plated Hull as winning the game.

MESSAGE 568880672828030997
FROM Klink'o'Lantern IN #voting-ä2 ON 2019-04-19 AT 19:28:41.694:
/poll "Eulersapprentice (16)" "For" "Against"

MESSAGE 568880673985658900
FROM Simple Poll IN #voting-ä2 ON 2019-04-19 AT 19:28:41.97:
**:bar_chart: Eulersapprentice (16)**

MESSAGE 568880720463003649
FROM Klink'o'Lantern IN #voting-ä2 ON 2019-04-19 AT 19:28:53.051:
Proposal 17: piracy

Create a new rule 'Piracy':

If a player's ship is in the same location as another player's ship, then either player may choose to spend one Carbon to attempt to steal the other's cargo.

A player making said attempt (the pirate) must indicate clearly which player (the victim) they are stealing from. The victim of the attempt can choose to either surrender, and give 2 resources from their cargo hold to the pirate, or to fight back.

If the victim chooses to fight back, then both players generate a random number between 0 and their ship's power.

If the victim's number is higher, then the pirate's ship loses 1 durability.
If the pirate's number is higher, then the victim must give 1 resource from their cargo hold to the pirate, and the victim's ship loses 1 durability.
If the numbers are equal, then nothing happens.

If a victim does not respond within 24 hours of a pirate declaring their intent to steal, then the victim automatically surrenders.

Players may not commit piracy while docked at the space station.

MESSAGE 568880816000729091
FROM Klink'o'Lantern IN #voting-ä2 ON 2019-04-19 AT 19:29:15.829:
/poll "Avery (17)" "For" "Against"

MESSAGE 568880817099636756
FROM Simple Poll IN #voting-ä2 ON 2019-04-19 AT 19:29:16.091:
**:bar_chart: Avery (17)**

MESSAGE 569946421181153280
FROM Gurktwerk IN #voting-ä2 ON 2019-04-22 AT 18:03:35.902:
Proposal 18: Introduction of Vouchers

Amend the Constitution in the following way:

Remove the scentence "On each of their turns, players can submit one main proposal" from the first paragraph of 2 §.

Amend the second paragraph of 3 § of the Constitution so it reads as follows:

During any Legislative Day, a player who has at least 1 proposal voucher can make a proposal by posting in <#518832996057481226>. A player can only make one proposal per day, and doing so costs one proposal voucher. The number of proposal vouchers owned by each player are tracked in the GitHub channel "Cargo-Hold". On every Thursday when the game is updated, every active player gains three proposal vouchers. No player may ever have more than 5 proposal vouchers simultaneously.

MESSAGE 569946499652255744
FROM Simple Poll IN #voting-ä2 ON 2019-04-22 AT 18:03:54.611:
**:bar_chart: Gurktwerk (18)**

MESSAGE 571419329376288797
FROM rosewinsall IN #voting-ä2 ON 2019-04-26 AT 19:36:24.581:
Proposal 19: To Explore Strange New Worlds

A player may move their Ship to a coordinate pair which does not exist if the coordinate pair consists of two integers AND the coordinate pair would be legal to move to if it existed. When this happens, the coordinate pair is added to existence; also, the player who moved to the new coordinate pair automatically Encounters a Card (this is not optional).

MESSAGE 571419477866971156
FROM Simple Poll IN #voting-ä2 ON 2019-04-26 AT 19:36:59.984:
**:bar_chart: Euler**

MESSAGE 571799913533538334
FROM CodeTriangle IN #voting-ä2 ON 2019-04-27 AT 20:48:42.915:
**__Proposal 20: Reforming the CCCP__**

**Amend Rule 8 "Card Class Creation Proposals" to read:**

Card Class Change Proposals are defined as a proposal that creates, or deletes one Card Class or amends one or more attributes of one Card Class.

A Card Class Change Proposal that creates a Card Class must specify the details of a Card Class required by other rules. (At the time of this rule's creation, a Card Class must have a name and an Effect, and thus a Card Class creation proposal must specify these things.)

If the Card Class Change Proposal is accepted, then the Card Class it modifies is changed accordingly, and then one new Card of that Card Class is created and added to the Discard pile, unless a different number is specified, in which case that many cards are created instead.

**Amend Rule 7 "Deckbuilding by replacing the following quote:**

If a Card Class is repealed, all Cards associated with it cease to exist.

**with:**

If a Card Class is repealed, all Cards associated with it cease to exist. If a Card Class is amended, all Cards associated with it have their attributes changed accordingly.

MESSAGE 571799982831697946
FROM Simple Poll IN #voting-ä2 ON 2019-04-27 AT 20:48:59.437:
**:bar_chart: Trigon (20)**

MESSAGE 571800166110199808
FROM CodeTriangle IN #voting-ä2 ON 2019-04-27 AT 20:49:43.134:
**__Proposal 21: Aladdin Deck Enhancer__**

Upon creation of this rule, five cards of each existing card class are created and added to the draw pile along with all cards in the discard pile. Then this rule is repealed.

MESSAGE 571800281994756124
FROM Simple Poll IN #voting-ä2 ON 2019-04-27 AT 20:50:10.763:
**:bar_chart: Trigon (21)**

MESSAGE 571800477411442710
FROM CodeTriangle IN #voting-ä2 ON 2019-04-27 AT 20:50:57.354:
**__Proposal 22: <@&519169340218540066>ly, encountering cards doesn't work__**

**Amend Rule 7 "Deckbuilding by replacing the following quote:**

Current players may voluntarily Encounter a Card once each time they are given the Current role.

**with:**

For each proposal a player submits, they may Encounter a card exactly once within 24 hours of it's submission.

MESSAGE 571800528015720454
FROM Simple Poll IN #voting-ä2 ON 2019-04-27 AT 20:51:09.419:
**:bar_chart: Trigon (22)**

MESSAGE 572092038930104360
FROM Klink'o'Lantern IN #voting-ä2 ON 2019-04-28 AT 16:09:31.037:
Per:"any <@&518868460537774082> may issue the requested ruling before the end of the next full Legislative Day by posting it in the appropriate section of the the rules documentation." I am issuing the ruling in both <#518832996057481226> and <#564509919844499516> , treating them as the appropriate section of the rules documentation itself as the issue was human error rather than an issue in the wording of the rule.

Proposals 21 and 22 are illegal on the grounds that they were made as the second and third proposals of one player in one legislative day.

MESSAGE 572496734169727003
FROM Zephnik IN #voting-ä2 ON 2019-04-29 AT 18:57:37.901:
__**Proposal 21: Aladdin Deck Enhancer**__

Upon creation of this rule, five cards of each existing card class are created and added to the draw pile along with all cards in the discard pile. Then this rule is repealed.

MESSAGE 572496767673827358
FROM Simple Poll IN #voting-ä2 ON 2019-04-29 AT 18:57:45.889:
**:bar_chart: Trigon (21)**

MESSAGE 572860664582766603
FROM Zephnik IN #voting-ä2 ON 2019-04-30 AT 19:03:45.673:
***-------------------***

__**Proposal 22: Cargo Hold Upgrade:**__ 

This is a Card Class titled Cargo Hold Upgrade. 

Cargo Hold Upgrade gives the player that encounters it room for 1 more trade good in their cargo hold.

MESSAGE 572860737354072085
FROM Simple Poll IN #voting-ä2 ON 2019-04-30 AT 19:04:03.023:
**:bar_chart: Pickledrose (p22)**

MESSAGE 572860851779010580
FROM Klink'o'Lantern IN #voting-ä2 ON 2019-04-30 AT 19:04:30.304:
Yall its against the rules to post proposals for voting without "For" and "Against" as parameters

MESSAGE 572860931189506050
FROM Zephnik IN #voting-ä2 ON 2019-04-30 AT 19:04:49.237:
A ruling has been accepted concerning this subject. Go to <#549269809318068239> to find it (§3, paragraph 6).

MESSAGE 572867859739443240
FROM Zephnik IN #voting-ä2 ON 2019-04-30 AT 19:32:21.132:
Proposal 23: Amending To Explore Strange New Worlds

Amend rule 11 to read:

A player may move their Ship to a coordinate pair which does not exist in the map if the coordinate pair consists of two integers AND the coordinate pair would be legal to move to if it did exist. When this happens, the player who moved to the new coordinate pair must Encounter a Card.

MESSAGE 572867899836989440
FROM Simple Poll IN #voting-ä2 ON 2019-04-30 AT 19:32:30.692:
**:bar_chart: Avery Lychee (p23)**

MESSAGE 572867913090859024
FROM Zephnik IN #voting-ä2 ON 2019-04-30 AT 19:32:33.852:
Proposal 24: New Card Class

Create the following Card Class.

Name: Primordial Planet
Effect: Within the next hour after Encountering this card, the Subject may name a Card Class. If they do, one Card of that Card Class is created and added to the Discard Pile.

MESSAGE 572868122193690624
FROM Simple Poll IN #voting-ä2 ON 2019-04-30 AT 19:33:23.706:
**:bar_chart: EulersApprentice (p24)**

MESSAGE 573945545429614593
FROM Zephnik IN #voting-ä2 ON 2019-05-03 AT 18:54:41.423:
***Rule change proposal 25: Amend Rule 7: Deckbuilding***

Change amend line: "Current players may voluntarily Encounter a Card once each time they are given the Current role."

To the following: "Players may voluntarily Encounter a Card once each time they spend or lose a proposal voucher."

MESSAGE 573945651927318544
FROM Simple Poll IN #voting-ä2 ON 2019-05-03 AT 18:55:06.814:
**:bar_chart: Klinkplink (25)**

MESSAGE 573945698601533442
FROM Zephnik IN #voting-ä2 ON 2019-05-03 AT 18:55:17.942:
***Rule change proposal 26: Amend Rule 2: Ships***

Change paragraph 3 in the following way: "If a rule states a players Ship is destroyed, the player is immediately issued a new "Junker" class Ship with default characteristics 0D 0S 0P, and their current coordinate is changed to (1,1). This rule designates all players whose Ship has ever been destroyed as losing the game. Any Ship that has less than zero Durability is immediately destroyed."

MESSAGE 573945757598482432
FROM Simple Poll IN #voting-ä2 ON 2019-05-03 AT 18:55:32.008:
**:bar_chart: EulersApprentice (26)**

